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Five Captivating Activities Teach Letters, Words, Rhyming and Storytelling! 


Preschool to 2nd Grade 


Special Features: 


Builds early reading concepts 


Interactive, open-ended and 
colorfully animated 


Software “talks” to pre-readers 


Teacher's Guide includes 
lesson ideas and reproducible 
activity sheets 


BAILEY’S 


SCHOOL VERSION 


The Edmark Story o> 


In the late 1960's, a group of educators at the University of Washington developed a dramatically 
different way to teach reading. This new method, which became the Edmark Reading Program, 
was remarkably effective with special needs students who were unsuccessful using other programs. 
By slowly building skills, it ensured success and a feeling of confidence. The students who used this 
method began to believe in themselves and in their ability to read. 


In 1970, the Edmark Corporation was formed to make this reading method and other quality 
educational products available to schools across the nation. Edmark’s mission was to apply 
advanced educational concepts to the development of quality classroom materials. Since then, 
Edmark products have been used extensively in classrooms throughout the country and around 
the world. Teachers have been vocal in their praise. “So much magic in one box!” wrote one. 
“Some of my students wouldn't be reading without Edmark’s help.” 


In the early 1980's, Edmark began using educational computing to empower young children. First 
with Edmark Reading Program software and then with the TouchWindow, Edmark became a 
pioneer in the pursuit to effectively use the computer as a powerful tool for teaching children with 
special needs. 


Today's computers offer greatly increased sound and graphics capabilities. Edmark has combined a 
its commitment to early childhood education with the power of the new Macintosh and 

IBM/compatible computers. The result is a new family of software and TouchWindows that bring 

exciting learning opportunities to all students. 


At Edmark we are driven by the wondrous look of children learning something new. Our goal Is to 
ensure that if Edmark’s name is on the product, there’s a world of learning inside. 
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Introduction & 


Bailey’s Book House reflects our vision of what technology can bring to education. Bailey and 
his friends will enchant your students with a rich, multisensory learning environment. Through 
five playful activities, designed to develop emergent literacy skills, children experience delightful 
characters, music, words, and sentences that speak. 


Your students learn about letter names and sounds, rhyming words, how text relates to visual 
symbols, positional words, and more. A special highlighting technique that children call “talking 
words” encourages beginning readers to follow left-to-right as each word is spoken within the 
context of a complete sentence. Your students also become authors and publishers when they 
create unique cards and storybooks. 


Three of the five activities have an Explore and Discover Mode and a Question and Answer Mode 
so that children use divergent (many good answers) and convergent (one best answer) thinking. 
These activities help build the basic language concepts and thinking skills children need to 
communicate and to make sense of the world around them. 


The Curriculum Connections section in this Guide provides dozens of interdisciplinary 

teacher-developed activities for use in the classroom and at home. Reproducible activity sheets a“ 
and illustrations are included to help you provide additional learning opportunities before and a 
after using the software. 


Powerful technology and proven educational methods have been combined to ensure success for 
a wide variety of students. Built-in scanning is available for single switch users. The clear, digitized 
speech provides effective modeling for early language development and ESL students. Bailey's 
Book House is also appropriate for use in inclusionary settings. Using the computer as a tool, 
students gain a sense of accomplishment and skill as they create, play, and learn. 


As we developed Bailey’s Book House, we listened to parents, children, and educators. We would 
also like to hear from you! Tell us about your needs, and let us join you in helping children 
discover the joy of learning! 


The Edmark Development Team 
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What's in this Guide? 


Introductory information (pages 2-9) 

=» Visual overview of the program 

= Steps to Start information 

= Activity descriptions 

# Learning opportunities matrix 

= Program navigation for teachers and students 

= Suggestions for introducing Bailey’s Book House to your students 
= Reproducible quick reference pages for your students 


Activity by Activity in Bailey’s Book House (pages 1 1-30) 
Helpful information about each activity including: 


= Overview, giving a summary of the activity, learning opportunities, and suggested 
extension activities for home and school. 

= Explore and Discover Mode, explaining how your students can learn by experimenting with 
letters, words, etc., in the activity. In this Mode there are no “right” or “wrong” answers. 


= Question and Answer Mode, explaining how a character asks a question and is looking for a 
“right” answer. The character also offers gentle help and fun rewards. 


= Together Time Activities, offering suggestions for easy, at-home activities which integrate 
learning into everyday situations. 


Adult Section (pages 31-33) 

= How to access the Adult Information Notebook 

= How to set program options for your students 

= How to adapt the program for students with special needs 


Curriculum Connections (pages 34-72) 

= Suggested activities which can be integrated within many curricular areas. These activities 
strengthen the learning opportunities found in Bailey’s Book House. 

= Reproducible sheets (for student handouts, bulletin board headings, and overhead transparencies) 
which can be used in conjunction with Curriculum Connections activities. 

= Suggestions for using Bailey's Book House with students with special needs. 

= A list of words used in Bailey’s Book House. 


Technical Information (pages 73-77) 

# System requirements 

= Installation instructions 

# Help, troubleshooting, technical support, and warranty information 


© Bailey's Main Room 


Edmo & Houdini Letter Machine Make-A-Story 


- Read-A-Rhyme 


Kid Cards -- 
Click to leave Click to see how to 
Bailey’s Book House. enter the Adult Section 
(see pages 31-33). 
Steps to Start 


1.Check to be sure Bailey's Book House is installed (the folder appears on the desktop). 
= |f the software has not been installed, refer to /nstallation (page 74). 


2.Read the Teacher's Guide. 

a What's Inside Bailey’s Book House (page 4) and Moving Around the House (page 6) will help 
you begin using Bailey's Book House immediately. Curriculum Connections (pages 34-72) 
offers additional suggestions and supplemental materials to help you integrate Bailey's Book 
House with classroom activities. 


3. Become familiar with the program. 
= Try the software before you introduce Bailey’s Book House to your students. 
= Decide if you want to introduce the activities to your students one at a time, or let 
them explore at their own pace. 
= Select options (scanning, Stop Sign, etc.) you would like to use. See the Adult Section of the 
Teacher's Guide (pages 31-33). 


4.|Introduce Bailey to your students. 
= Reproduce (for each student) or make overhead transparencies of Bailey's Map and Bailey's 
Icons (pages 8 and 9). 
= See /ntroducing Bailey to Your Students (page 7) for suggestions. 


Help Edmo and Houdini play as they go in, out of, 


over, under, on, off, or behind the doghouse. 


78 Bs 


Make-A-Story 


TZ) 
Recognize upper and lowercase letters. See 
the letters and hear the sounds they make. 


¢ One day, Millie traveled to the jungle. 


Choose characters, settings, and actions to create 
stories. See and hear your story read. Then, print 


your storybook. 


Read-A-Rhyme 


* Rub-a-dub-dub, 
Three kids in a shrub. 


Choose words to complete rhymes illustrated 
with animation. Experiment to create a variety 
of rhymes. 


Kid Cards 


*Have A Happy 


Valentine’s Day 


Make your own gift cards, greeting cards, and 
invitations. Choose the words and decorate with 
Stamps. Print to fold into cards or to use as posters. 


~———— 


Learning Opportunities 


Understand that print 
and pictorial symbols 
Carry meaning 


Develop listening and 
visual comprehension 
Strategies 


Enrich vocabulary 


Relate images to text 


Recognize the names of 
letters 


Associate letter names 
with letter sounds 


Recognize the elements 
of stories 


Recognize that meaning 
is changed when words 
are changed 


Publish own work 


Recognize rhyming word 
families 


Hear the rhythm in 
poems 


Use words and images 
to create a message 


Identify positional 
relationships 


Match words 


Reinforce positive social 
Skills 


Make-A-Story Read-A-Rhyme Kid Cards 


Edmo & Houdini | Letter Machine 


Moving Around the House & 


To move from the Main Room to an activity, click one of these: 


onus 
Eula ones 


Click Bailey to return to the Main Room from any activity in the Book House. 


When students enter an activity, they will initially be in the Explore and Discover Mode. 
(Note: Make-A-Story and Kid Cards have the Explore and Discover Mode only.) Since 
emphasis is placed on students experimenting freely by clicking objects and icons to 
see what happens, there are no right and wrong answers. With students in charge, 
divergent thinking is encouraged by playful, positive responses to their natural curiosity. 
Click the framed picture (each activity has a different picture) to enter the Question 
and Answer Mode. 


N 
= 


When students are in the Question and Answer Mode of an activity, a character will ask 
questions or make requests. Convergent thinking is emphasized as the character offers 
gentle feedback and guides students toward a “correct” answer. Click the empty picture 
frame to return to the Explore and Discover Mode. 


Click the printer to print student creations in Make-A-Story and Kid Cards. 


Click the Stop Sign in the Main Room to exit Bailey’s Book House. If you do not want 
students to exit the Book House, see page 32 of the Teacher’s Guide to remove the Stop 
Sign and prevent students from exiting. (Teachers can exit at any time by pressing 
Commanda-Q.) 


The Adult Section of Bailey’s Book House includes the Adult Information Notebook and 
Preferences to customize the program for your students (pages 31-33). Hold down the 
Option and Command 3 keys while you press “A” to enter the Adult Section. 


Click the little Notebook seen throughout Bailey’s Book House for a reminder if you forget 
how to enter the Adult Section. (The Notebook icon can be removed. See page 32.) 


~ ont 


Introducing Bailey to Your Students 


= Turn on the computer that has Bailey’s Book House installed. Use a large screen monitor if one 
is available. Hand out copies of Bailey's Map and Bailey's Icons (pages 8 and 9). 


= Point out the Main Room. Discuss the Stop Sign if students are allowed to exit. 


a Ask a volunteer to click an activity icon. Explain that students wvill first see the Explore and 
Discover Mode in each activity. (Indicate that Make-A-Story and Kid Cards have the Explore 
and Discover Mode only.) Point out the framed picture, explaining that when one of Bailey’s 
friends is there, students can freely explore the room to discover what happens. Explain 
that there are no right and wrong answers and that they are free to experiment. 


= Have another volunteer click the framed picture. Point out to students that the frame is now 
empty; a character will make a request because they are in the Question and Answer Mode. 
Explain that if they have trouble finding the answer, the character will help them. 


= Help students understand that any time during play, they can: 


- go back to the Explore and Discover Mode by clicking the empty picture frame; 
- go back to the Main Room by clicking the Bailey icon. 


a If printing Is available, point out the printer icon in Make-A-Story and Kid Cards. 


= Have students begin using Bailey's Book House. You may want to use one of the activities 
in Curriculum Connections to introduce a computer activity. For example, “Where Is 
Houdini?” (page 40) is a helpful introduction to the Edmo & Houdini computer activity. 


= As students work in different activities of Bailey’s Book House, copy and send home the 
corresponding Together Time Activities (pages 14, 18, 22, 26, and 30). You can also 
print out Home Play for the activity to copy and send home (see the Adult Information 
Notebook, page 31). 


= Use selected activities found in Curriculum Connections as follow-up exercises (pages 34-72). 


Note: If your students are using a TouchWindow, just have them touch the screen when 
instructed to click or drag. 


Bailey’s Map 


Click the activity you want to enter: 


Letter Machine 


Edmo & Houdini Make-A-Story 


*Have A Happy 


Valentine’s Day 


« Rub-a-dub-dub, 
Three kids in a shrub. 


Kid Cards | Read-A-Rhyme 
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Bailey’s Icons 


Click: 


Togo back to => 


To hear questions 


To explore 


To print 


To exit 


© Copyright 1993, Edmark Corporation 


Edmo & Houdini % 
Overview 


Saas 


Students help Edmo and Houdini direct the action as they take turns going in, out of, over, under, 
on, off, and behind the doghouse. Illustrations help students see the effects of their word choices. 


Learning Opportunities 

» Understand that print carries meaning 

= Use vocabulary to define positional relationships 

» Match words 

= Designate the director and the actor 

» Develop listening and visual comprehension strategies 
= Relate images to text 

» Enrich vocabulary 


Together Time Activities (page 14) 
(To copy and send home) 

» Hide and Seek 

» Word Hunt 


Curriculum Connections (pages 38 - 43) 

» Who's In Charge? (Language Arts) 

» Where, Where, Where? (Problem-solving) 

= Just Tell Me What To Do (Creative Dramatics) 
= A Picture is Worth (Problem-solving) 

» My Friend Edmo (Physical Education) 

» The Flea Family (Mathematics) 

» Where Is Houdini? (Problem-solving) 


~ Edmo & Houdini 


Edmo & Houdini 


Explore and Discover Mode 


m Click to enter Edmo & Houdini from the Main Room. 


BE; will tell Houdini te 


= Click a word (in, out, over, under, on, off, or behind), and Edmo 
what to do. If, for example, you click “over,” Edmo will say: 


“Go over the 
doghouse, 
Houdini.” 


“I'm over the 
doghouse.” 


Edmo & Houdini 


ees’ Edmo & Houdini 


Question and Answer Mode 


= Click | 


= Felix, the flea, appears on the mushroom and asks you to help, for example: 


“Can you make 
Houdini go under 
the doghouse?” 


= Try to find the word (“under,” in this case), and click it. If you forget the word you need to find, 
wv click Felix for a reminder. 


- If you are correct, Houdini moves - If you do not click the right word, Felix 
to that position, and says, for example, says, for example, “That's out,” and repeats 
“I'm under the doghouse.” the request. Then, you can try again. 


= Felix, the flea, continues to ask you to find words as long as you want to play. If you keep trying, 
you will always find the right answer. 


: to return to the Main Room. 


v My Edmo & Houdini 
; Hi 


| ave | 
| | \n Bailey's Book House: aie " ( 
been playing with the wor . sl 
ut, over under, On, off, a 
O ! ! 


al 
You can play with these — = 
home, t0°- Ba ley 


Edmo & Houdini 


Together Time 


Hide and Seek 


To play this game with your child, first hide an object. Then, as your child hunts for the object, 
give hints using words that describe position (i.e., in, out, off, on, under, behind, over, etc.). 
For example, “Look in the closet and under the teddy bear” or “Look over the couch and on 
the cabinet.” Once your child finds the object, switch roles. 


Word Hunt 


After the family has finished reading the newspaper, sit down with your child and look for words 
designating position (in, out, off, on, under, behind, over, etc.). First, read a few paragraphs aloud, 
pointing to and vocally emphasizing the words that describe position as your child looks and 
listens. Then, ask your child to circle the words as you read another few paragraphs aloud. 

If newspaper print Is too small for your child, use magazine advertisements for this activity. 


Se 
steenaeaeee ae 
HouDiy! is dn) 
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Letter Machine \ 
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Friendly critters help students learn the names and sounds of the letters of the alphabet. 
Fun-filled animations illustrate sentences made up of words that start with matching letters. 


Learning Opportunities 

= Recognize the names of letters 

» Understand that “A” and “a” are the same letter 
= Associate letter name with letter sound 

» Recognize words with the same beginning sound 
= Relate images to text 

» Enrich vocabulary 


Together Time Activities (page 18) 
(To copy and send home) 

= Silly Sentences 

= Letters in the Refrigerator 


Curriculum Connections (pages 44-53) 
= They‘re Everywhere (Language Arts) 

= Lovely Letters (Art) 

= Headline Letters (Mathematics) 

Alphabet Animals (Language Arts) 

Pack Up the Alphabet (Language Arts) 

» Alphabet Autographs (Social Studies) 

» Name Collages (Art) 

» Match This (Language Arts) 


Activity Preferences (page 33) 
» Keyboard (on screen) — UPPERCASE or lowercase letters 
— Alphabetic or standard (QWERTY) 
= Questions (in the giraffe’s soeech bubble) - UPPERCASE or lowercase letters or both 


Qe Letter Machine 
hd 


Letter Machine 


Explore and Discover Mode 


= A sentence with words beginning with the letter is read. An animated picture illustrates 
the sentence: 


“Yaks yell.” 


= Click the dot @ at the beginning of the sentence to see and hear the sentence read aloud 
again. Click a word to hear it read aloud individually. 


= Click the letter Y Y on the screen to hear its name. Click the letter key again to see the 
picture animation repeat. 


= Continue exploring the Letter Machine by clicking different keys to see and hear what 
happens. You might want to try to read some of the words aloud as you click them. 


to return to the Main Room. 


Letter Machine 


Letter Machine 


@ 


Question and Answer Mode 


“Find the letter M.” 


= Try to find the letter requested, and click it. If you forget what the letter is, click Tabitha 


for a reminder. 


- If you are correct, a sentence is read 
and then illustrated with an animated 
picture. Tabitha says, “Great! You 
found M.” 


oF 
| ray 
Monkeys make music. 


AJB] HUTT 
QTR 


CIDIEYE YG) 
[KIL IMINTO[PTO 
EPUTN [wE xy] Z| 


- lf you do not click the right letter, 
Tabitha says, for example, “That's O. 
Can you find M?” Then, you can try 
again until you find the letter. 


= Tabitha continues to ask you to find different letters. If you keep trying, you will always 


find the right letter. 


(3 


ae 


E 
eA 
: 


m Click 


| for the Explore and Discover Mode, or click f) to return to the Main Room. 


v WY Letter Machine 


Letter Machine Here are (WO mo He tO | pye “m 
= | . e ~ 
Toge tl lel Tit ne \ \etters that you might " poves 


Silly Sentences 
As you are riding in the car, play a silly sentence game. First, see how many “A” words you can 
use to make a sentence. For example, “Adam the aardvark ate apples, apricots, and avocados all 
afternoon.” Then, have your child help you with a “B” word sentence. This is also a fun activity 
to play while your child is waiting for a dentist or doctor appointment. 


Letters in the Refrigerator 

While you are cooking dinner, play “Find the Letters.” Your child may enjoy looking for something 
that starts with “B” in the refrigerator, something that starts with “G” in the cupboard, something 
that starts with “T” under the sink, etc. If you want to provide visual reinforcement, print several 
letters (upper and lowercase) on small slips of paper and have a roll of tape available. Then, as your 
child locates an object starting with the requested letter, a letter label can be taped onto the object. 


Make-A-Story 
Overview 


Students become authors as they send Bailey’s friends on assorted adventures. After choosing 
the elements of their stories, students can hear their stories read aloud. The stories may also be 
printed to read again and again. Stories may be printed in two formats: 4-page storybook or 
4-panel page. 


Learning Opportunities 

» Understand that stories have characters, settings, and actions 

= Recognize that a story can be revised by changing any one of its elements 
= Relate images to text 

= Participate in publishing 

» Enrich vocabulary 


Together Time Activities (page 22) 
(To copy and send home) 

» A Very Special Person 

= Creative Conclusions 


Curriculum Connections (pages 54-60) 
=» Stories Galore (Language Arts) 
Spin-A-Tale (Creative Dramatics) 

Take Care (Science) 

Unfolding Life Story (Social Studies) 

New News (Social Studies) 

=» Storytellers (Creative Dramatics) 


Activity Preferences 
» Printing — on or off (page 32) 
= Format — 4-page storybook or 4-panel page (page 33) 


~ Make-A-Story 


Make-A-Story 


Explore and Discover Mode 


By experimenting with different choices of characters, settings, and actions, students can author 
and publish numerous stories of their own. Because there Is no one correct way to write a story, 
Make-A-Story does not have a Question and Answer Mode. 


P to enter Make-A-Story from the Main Room. The incomplete sentence is read 


1 


# Click 
aloud: “This is a story about 


= Click one of the characters, for example ned to complete the sentence and begin a story 
about Dorothy, the duck. (If you decide to change the character, just click a different one.) 


“This is a story 
about Dorothy.” 


= Click the dot @ to see and hear the sentence read aloud again. Click an individual word to 
hear It spoken. 


m Click oh arrow [=> to move to the next page of the story. Then, click a vehicle, for example 
Qe), in which your character will travel. (If you decide to change the vehicle, just click a 
different one.) 


“Dorothy likes to ride 
in a canoe.” 


Dorothy likes to ride in a canoe. 


Make-A-Story 


= If you want to return to the previous page, click the arrow <=. 


= Click the arrow [> to move to the next page of the story. Then, click a destination, for example 
m@s , for your character. (If you decide to change the destination, just click a different one: the 
city, the jungle, or outer space.) 


“One day, Dorothy 
traveled to an island.” 


y traveled to an island. 
ree a 


am 


ey. 


NES 
«One day, Doroth 


& = Click the arrow => to move to the last page of the story. Click an object, for example 
to complete the story. 


“When Dorothy got 
there, she played 
a plano.” 


* When Dorothy got there, she played a piano. 


a 2 to hear your story read as many 
times as you like. Click the arrows <—J [> to go backward or forward one page at a time. 


m Click 


to print your story. Then, share your story with someone special! 


idl to make a new story, or click to return to the Main Room. 


@ Click 


v WY” Make-A-Story 


@ A 


Make-A-Story 


Together Time 


A Very Special Person 
Help your child write a very special autobiography. Start with several sheets of blank paper and 
print an incomplete sentence at the bottom of each. Some examples include: The people in my 


family are .We live in a . lam happy when 
My favorite thing to do with friends is . Lam looking forward to 
My favorite season Is because | like to 


Then, read the sentences aloud and print the words your child dictates to complete them. 
Over several days’ time, have your child illustrate each page of the autobiography and draw 
a self-portrait for the cover. Staple the pages together to make a booklet. 


Creative Conclusions 

Read a simple story aloud, but stop before the end. Ask your child to predict the conclusion. Or, 
read familiar stories and have your child make up different endings. You can help by asking for 
a scary, funny, or surprising ending. 


THET SAILED ofc 


INTS THE SUNSET TALKED 
ANWioee< 
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Read-A-Rhyme ae 
Overview 


e Rub-a-dub-dub, 
Three kids in a shrub. 


Students create silly rhymes by experimenting with rhyming word families. Rhymes are illustrated 
with animated pictures. They can see how different words change the rhyme’s meaning and 
identify rhyming words among non-rhyming words. 


Learning Opportunities 

= Distinguish differences in meaning among rhyming words 
» Recognize final sounds that are the sare 

= Understand that print carries meaning 

Complete a poem by choosing a rhyming word 

Hear the rhythm in poems 

= Relate images to text 

» Enrich vocabulary 


Together Time Activities (page 26) 
(To copy and send home) 

= Rhymes of Mine 

» Rhyme Time 


Curriculum Connections (pages 61-65) 
» Rhymes by the Yard (Language Arts) 
Poets All (Language Arts) 

Two-Word Rhymes (Art) 

Rhyme Sorting (Science) 

Run and Rhyme (Physical Education) 

A Band of Poets (Music) 

Rhyme Climb (Mathematics) 


~ Read-A-Rhyme 


Read-A-Rhyme 


Explore and Discover Mode 


to enter Read-A-Rhyme from the Main Room. 


= Click one of the four picture-word boxes to complete the rhyme. Because this is the Explore and 
Discover Mode, you can try any of the words. The completed rhyme Is read, and an animated 
picture illustrates the rhyme: 


“Hickory, dickory, dock, 
The mouse ran up 


the sock.” 
eHickory, dickory, dock, 
The mouse ran up the sock. 
= Click the dot @ before the rhyme to see and hear it read aloud again. Click an individual word “ 
to hear it spoken. 

= Try different picture-word boxes to make new rhymes. 
= To see and hear another incomplete rhyme, click <3 &>. 

“Ding, dong, dell, 

Kitty's in the...” 


«Ding, dong, dell, 
Kitty's in the 


or the Question and Answer Mode, or click | to return to the Main Room. 


Read-A-Rhyme 


ww Read-A-Rhyme 


Question and Answer Mode 


m Click to enter the Question and Answer Mode. 


= You see and hear an incomplete rhyme, for example: 


“The queen of hearts, 
She made some...” 


«The queen of hearts, 
She made some 


= Try to find the picture-word box that rhymes, and click it. The rhyme is read with the word you 
chose. If you forget the request, click Mother Goose to hear it again. 


Nw - If you chose the word that rhymes, - lf you chose a word that does not 
you hear, “That rhymes!” The rhyme, Mother Goose says, “No rhyme 
rhyme is read, and you see an this time.” Try another picture-word 
animated picture. box until you find the word that rhymes. 


*The queen of hearts, 
she made some 


= You can continue making rhymes as long as you like. If you keep trying, you will always find 
the rhyming word. 


® Click for the Explore and Discover Mode, or click to return to the Main Room. 


v WY Read-A-Rhyme 
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Read-A-Rhyme 


Together Time 


Rhymes of Mine 
Help your child start a book of original poetry. A simple booklet can be made by stapling together 
several sheets of notebook paper with a plain sheet on top for the cover. On the last page of 

the booklet, help your child create lists of rhyming words which can be used for reference. Print 
as your child dictates words that rhyme with “tree,” for example. Then, on a clean page, print 

as your child dictates a simple two line poem using words from the rhyming list. For example, 
“Look up and see, A kitty in the tree.” 


As your child becomes a more confident author, longer rhyming poems can be written. Also, 
encourage your child to write different kinds of poetry: poems about feelings or experiences, 
poems that tell a little story, funny poems, etc. Provide crayons or markers for your child to make 
illustrations and a decorative cover for the poetry book. 


Rhyme Time 

Play a simple “I’m thinking of...” game. For example, “I’m thinking of something in your room 
that rhymes with fall.” Your child may answer, “Wall.” Then, switch roles so your child can think 
of something for you to find. Other examples: Something in the kitchen that rhymes with ink 
(sink); Something in the garage that rhymes with far (car). 


e—_——F | WONDER 
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SOMETHING iN 
YOUR Keom-THAT 
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Kid Cards 
Overview 


Valentine's Day 


Sere 


aug 


Students design their own greeting cards, gift cards, thank you notes, and invitations by choosing 
messages and decorative stamps. With numerous possibilities, students can be as whimsical or 
traditional as they like. Cards may be printed so that they can be folded like a card or used as 
a poster. 


Learning Opportunities 


Use words and images to create a message 

Recognize that a message can be altered by substituting key words 
Understand that print and pictorial symbols carry meaning 
Participate in publishing 

Relate images to text 

Reinforce positive social skills 

Enrich vocabulary 


Together Time Activities (page 30) 
(To copy and send home) 

= Come One, Come All 

» Special Sunshine 


Curriculum Connections (pages 66 — 70) 
= Special Pen Pals (Language Arts) 

Please Come (Social Studies) 

Pop Out Card (Art) 

A Big Thank You (Social Studies) 

| Wish You .. . (Art) 

Puzzle Postcard (Social Studies) 


Activity Preferences 
=» Printing—on or off (page 32) 
= Format-— card or poster (page 33) 


~ Kid Cards 


Kid Cards “ 


Explore and Discover Mode 


In Kid Cards, the emphasis is placed upon enjoying and experimenting with words and pictorial 
symbols to create messages. Because creativity and self-expression are emphasized, there is 
no Question and Answer Mode. Students can choose from three types of cards, a variety of 
messages, and many different picture stamps. 


m Click ‘ to enter Kid Cards from the Main Room. 


= You see the following screen with these areas: 


Greeting card currently selected. To make a Gift card. 


~~ 7 


Words and phrases to ---- 
complete your message. 


-- To make an invitation. 


To create a card on 

which to handwrite your 
own message (Greeting 
card only).------------- 


-- Completed message 


Picture stamps --~~_ 

(This will be empty until 

you choose a word or phrase 
to complete the message.) 


= Click the type of card 


= Click one of the words or phrases to complete the message and to see and hear it read aloud. 
If you want a different message, just click a new word or phrase. 


Kid Cards 


= Click the dot @ before the message to see and hear it read aloud. To hear individual words read 
aloud, click them. 


= Click the arrows << [>> to see all of the picture stamps available for your card. (Each word or 
phrase has a different set of picture stamps.) 


= Click the stamp to place it on your card. You can also drag the stamp from the box to any place 
on the card or trom one place to another on the card. To remove a stamp, drag It off the card. 
Drag as many stamps onto the card as you would like, for example: 


Gift card currently selected. 


To create a card with an 
incomplete message you Goodie 
can finish in your own 
handwriting (Gift card 
and Invitation only).~._ 


ae For You 


@ Click 


to print your card or poster. Then, give it to someone special! 


m Click 
the Main Room. 


to return to 


v WY” Kid Cards 


s A 


Kid Cards 


Together Time 


Come One, Come All 
Help your child make invitations for the next family celebration. Decorate the invitations with 
objects related to the event: leaves on Thanksgiving dinner invitations, confetti on New Year's 
party invitations, colorful numbers (cut trom magazines) on birthday party invitations, etc. 


Discuss with your child the information that should be included in an invitation (what kind of 
party, where the party will be held, when the party will take place, etc.). Print this information 
yourself. Or, if your child is able to copy letters and numbers, you can print one invitation and 
let your child copy the information onto the other invitations. 


Special Sunshine 
Help your child “adopt” someone who would enjoy a special friend, tor example: a child in the 
hospital, a homebound person, an elderly person, a new neighbor, etc. 


With your child, plan to send a series of greeting cards. The first one might be an introduction. 

Your child could draw a smiling self-portrait on the front of the card. Then, print as your 

child dictates the message. For example, “Welcome to our neighborhood! I'd like to be your “& 
special friend. In my next note, I'll tell you where to find the best climbing tree.” The next 

note could include a simple map to the tree. The last note can be decorated with your child's 

school photograph. The message could be an invitation for a meeting of the special friends. 


@ Adult Section 


To enter the Adult Section, hold down the Option and Command #€ 
keys while you press “A.” If you forget how to enter the Adult Section, ik 
click the little Notebook [21] (seen throughout Bailey’s Book House) for a reminder 


The Adult Section of Bailey's Book House includes two parts: the Adult Information 
Notebook and Preferences. 


The Adult Information Notebook 


The Notebook includes five pages for each of the activities: Game Play for brief directions; 
Learning Goals; School Play and Home Play for activities to enrich students’ learning 
experience away trom the computer; About Kids for developmental information. 


To use the Adult Information Notebook, 
click an activity. 


Adult Information 
Table of Contents 


To set Bailey's Book House . 
Preferences. se 


To go to the Main Room. ~.__ nas 


To turn to one of five pages for that activity, 
click a notebook tab. 


LETTER MACHINE 


, begin by cli cre wey bey ob n the screen 

pa Aedes Dy ny letter key o etarcorpila Se ee 

Seat saree ll its upper a: ain nouesemiee il appear on the screen. 
entence will be seen and heard and an animated picture will be 


To play in. 
the activity. 


_--- To return to the first page of 
--“" the Adult Information Notebook. 


disslaged. 


To enter the Question and Ans wer Mode, clic de the pict 
Tabitha, the giraffe, will ask you oe ei “Atyou Tonge what wa 
rs pho Sasiee click Tabitha.) Click or press the core r. You will see and 
hear a with each word be shad ahead ot aye ne or sihbatpal 

arated tie icture. Tabitha vill © continue asking fo r letters as long as you ua like. 


To print the page. 


Bailey's Book House Preferences 


To customize Bailey’s Book House, use the Preferences dialog boxes. Pull down the Edit menu 
and select Preferences, or click on the Adult Information Notebook. 


Turns single switch scanning on or off. (An Turning the Theme Music off 
arrow moves from choice to choice on screen.) / Will not affect the speech or 
: / sound effects in Bailey’s 


Book House. 


Exit Option Theme Music | : 
eae | @® Allow Exit ® Play Music | Click here to set scan 
e Stop Sign appears - -} ; | 
Pel eRe | | ONCE eee rate and progression. 


on the Main Menu | —Adult Info Icon Single Switch Input 4 
screen only if exit is Tl Bae | , 
allowed. (Command-Q_ | 
can still be used to quit.) | 


|-- Prints in color if color 
printer is available. 
Click here to customize - } | Otherwise, prints in black 
some activities (:pag¢ 33). WK? ———E — and white. 

Prints in black and white (which Is 

faster and uses less memory) even 

if color printer is available. 


Single switch input with scanning Is available for special needs users. If you turn Single Switch 


Speed of scanning arrow 
movement in seconds. 
O (fastest) 7 (slowest) 


- Scanning restarts automatically 
§can Progression __ after each selection. 


© Automatic Progression-~ 


You can turn scanning off temporarily and back on by holding down the Command 3 and 
Option keys while you press “S.” 


@ Activity Preferences 


Activity Preferences affect only these Bailey's Book House activities: Letter Machine, 
Make-A-Story, and Kid Cards. 


Letter Machine 
oi Screen Keyboard neaisugostidado spo toeibomeisoeanogsnoaeiney ifeests DU SUDO one | 
Gy OS UPPERCASE a | Sirens ~~ Use uppercase or 
EO lowercase == QWERTY |i lowercase letters (or 
Ei ra eip es aacienesehaiaaata ca abicaplaasieiniaiaparaauiniiatd “emiat dai Casaluada tant ahscs arcana ata ceniaage both) 7 ihe giraffe’s 


aeeercres rane : | speech bubble. 
i «@ Print 4-Page Storybook | @ Print Card 


©) Print 4-Panel Page 99] © Print Poster 


Letter Machine Options 

You may customize the on-screen keyboard to show either upper or lowercase letters. At first, 
you may want the letters on the on-screen keyboard to match the giraffe’s soeech bubble. Later 
you may want students to match lowercase letters to uppercase letters. Try all combinations of 
upper and lowercase letters to ensure students’ recognition of both forms of each letter. 


The on-screen alphabetic keyboard may be easier for students to use. However, the standard 
(QWERTY) keyboard may be used to provide some development of early keyboarding skills. 


Fold your Make-A-Story 4-page storybook this way: 


Fold your Kid Cards two ways: 


| 
ae 
@- ~> 


Curriculum Connections 


The learning opportunities in Bailey’s Book House can be reinforced throughout the school day in 
many curricular areas. On the following pages, you will find examples of classroom activities 
designed for kindergarten through second grade students. The activities may be easily adapted to 
suit the needs of preschool children. 


The Curriculum Connections activities are grouped according to the corresponding Bailey's Book 
House computer activities (see the chart below). The activities that are marked with the Notebook 
===]| are available on-screen in the Adult Information Notebook. (Hold down the Option and 
Command keys while pressing “A” to enter the Adult Section). 


Some of the Curriculum Connections work well before using the corresponding computer 
activities. Others work well as follow-up experiences. Most can be used before or after students 
play in the Book House. Pick and choose activities according to your students’ needs as well as 
your computer equipment, facilities, resources, and schedule. There are many different ways 

to use Bailey's Book House and Curriculum Connections; use them to stimulate your own imagination 
as you plan experiences for your students. 


Reproducible activity sheets are also included. These can be used in a variety of ways (for student 
work, transparencies, labels, etc.), some of which are suggested in Curriculum Connections. In 
addition, there are two reproducible pages of Book House characters to use on your chalkboard, 
bulletin board, or computer. 

Make Aeron RES Riis ‘Kid Garde. 


Aga =" 
Edmo & Houdini Letter Machine 
(pages 38-43) (pages 44—53 (pages 54-60) (pages 61-65) (pages 66-70) 


) 
Art = Lovely Letters = lwo-Word Rhymes | =Pop Out Card 
= Name Collages #| Wish You ... 


Creative = Just Tell Me = Storytellers All 
Dramatics What To Do =» Spin-A-Tale 


Language Arts | =Who's In Charge? __| = They're Everywhere | #Stories Galore » Rhymes by the Yard} = Special Pen Pals 


» Alphabet Animals = Poets All 
=» Pack Up the 


Alphabet 
« Match This 


Physical = My Friend Edmo 
Education 


nse Pf ff 


Where? 

= A Picture Is Worth ... 
Social Studies « Alphabet » Unfolding Life Story = Puzzle Postcard 
Autographs = New News = Please Come 
# A Big Thank You 


» Where Is Houdini? 


Characters for Bulletin Boards, Computers, and Chalkboards 


Pages 36 and 37 can be used to “hold” messages for bulletin boards, computers, and chalkboards. 
Copy, color, and cut out the character. For bulletin boards, slip the character's hands over the message 
and staple or tape into place. To use the character on the chalkboard, mount the character on the 
chalkboard and draw a rectangular sign for the character to “hold.” Then, write the information 
inside the rectangle. These pages can also be reproduced and posted near the computer. You can 
write in current assignments, notes of encouragement, etc. 


Computer Time — 
2:00 


Fri day Ze 
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Edmo & Houdini 


Note: These activities are designed to help reinforce your students’ understanding of the words 
on, off, in, out, under, over, and behind. Because these terms are relative and do not define a 
fixed position, flexibility is necessary in judging answers. For example, a picture of Edmo beside 
the house could represent either out or off. 


‘J _ 
— i 


Who's In Charge? =sc4 Language Arts 
Discuss words that indicate position (in, out, over, under, on, off, behind) as you write them on 
the chalkboard. Then, let students direct you to “Stand behind your desk” or “Put a book under 
the globe,” etc. Later, they can work in pairs, taking turns being the director and the actor. 


Where, Where, Where? =sc4 Problem-solving 
Ask questions about locations of objects in the classroom, tor example, “What is over the door?” 
Write the answers on the chalkboard. Then, help students replace the position words in each 
sentence, visualizing how funny the change might be: “The clock is under the door” or “The 
clock is in the door.” 


Just Tell Me What To Do Creative Dramatics 
Make a copy of page 41 for each student. Have students draw faces, hair, and shirts or blouses 
on the finger puppet outlines. Then, instruct them to design houses for the puppets by drawing 
windows, shingles, decorations, etc., on the house outlines. Cut around the outlines, and assemble 
according to the instructions. (Students may need assistance.) Encourage students to think of 
original names for their puppet characters. 


Pair students to work together. Tell them to place their puppets on their fingers and introduce the 
puppet characters to each other. 


Then, one student in each pair sets the house on the edge of the desk. Students take turns 
instructing each other what to do with the puppet characters. For example, “Go behind your 
house, Matilda.” (Encourage students to use different voices.) The other student moves the finger 
puppet to that position (peeking out from behind the house) and indicates the position by 
answering, “I’m behind my house.” Explain to students that when they are in the houses, they 
can peek out the doors and that they may need to pick up the houses to “go under” them. After 
a few minutes, have the students switch roles. To play the game another day, pair the students 
with different classmates. 


A Picture is Worth. .. Problem-solving 
Make copies of page 42 for students. Have them circle the words that match the pictures. If 
necessary, do the first example with the class. This page can also be made into a transparency 
and used to introduce or to follow up the 

. A Picture Is Worth... 
COM puter activity. Circle the words that match the pictures. 


My Friend Edmo Physical Education 
Pair students to work together. Have each pair draw a chalk outline house on the playground. 
One student in each pair plays Edmo and calls out, for example, “Walk under your house” or 

“Sit on your house” or “Hop out of your house.” The other student moves to the requested 
positions in and around the chalk house. After a few minutes, have students switch roles. If your 
students are readers, make large word cards (in, out, over, under, on, off, behind). Have students 
playing Edmo hold these cards up for their partners to read, instead of responding to verbal 
requests. Students can also make clown hats for the people playing Edmo to wear. 


The Flea Family Mathematics 
For this activity, students need crayons, markers or colored pencils, and paper. Have each student 
draw a simple tree on the paper. The tree should have a trunk, two or three branches, and some 
leaves. (You may want to draw a sample on the chalkboard or chart paper.) Then, ask students to 
draw one red flea under a leaf. (They can represent the flea by drawing a “V.”) Continue by asking 
the following: 


vv 


Draw two green fleas (peeking trom) behind the branches. 


Draw three yellow fleas over the tree. 


Draw four brown fleas out of the tree. 


| | 
« “<< 


Draw five black fleas in the leaves. 


Draw six blue fleas on the trunk. 


Draw seven orange fleas off the tree. 


If these requests are too complex for your students, simplify them 
by omitting the color variable. For example, “Draw one flea on a 
leaf.” “Draw two fleas (peeking from) behind the branches,” etc. 


Where Is Houdini? Problem-solving ~ 
Make copies of page 43 for your students, and instruct them to match the words with the 
pictures. This page can also be made into a transparency and used to introduce or reinforce the 


Edmo & Houdini computer activity. 
Where Is Houdini? 


Draw a line from the word to the picture. 


behind 
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A Picture Is Worth... 


Circle the words that match the pictures. ~ 


on 
The ox) IS in the | 
6 behind 
behind 
The Z\ IS on the \S 
ott 


©) 


<_ 
e 


—— 


A . 


42 Use with “A Picture Is Worth...” (page 39). © Copyright 1993, Edmark Corporation 


Where Is Houdini? 


Draw a line from the word to the picture. 


On 


behind 


over 


under 
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Letter Machine 


They’re Everywhere =sc4 Language Arts 
Give each student a different letter of the alphabet printed on an index card or a piece of paper. 
Let students search the room for objects that start with their letters and then tape the letters onto 
the objects. For example, place “C” on a clock, “D” on a desk, etc. Help students think of things 
to draw on the chalkboard if there are no objects for their letters. 


After each student has found an object, review the alphabet with the class. Have each student 
call out a letter and name the object in the room that starts with the corresponding letter. Ask 
students to try to find additional objects that start with that letter. 


Lovely Letters Art 
Gather an assortment of materials such as cotton balls, fabric scraps, small shells, buttons, etc., 

(if students are mature enough to work with small objects). Provide each student with a piece of 
cardboard (about 8” x 10”) and glue. Assign each student a different letter to print as large as 
possible on the cardboard. Or, print the letters for students before distributing the cardboard 
rectangles. 


Ask students to start by tracing their letters with their fingers. Then, let students use their 
imaginations to make their letters interesting. They can glue on any of the objects as long as they 
follow the outlines of their letters. When the glue is dry, have students “promote” their letters. A 
student can stand in front of the class and say, for example, “I’m sure you all will love my letter 
‘M.’ Without ‘M’ there would be no marshmallows, no music, and no month of May.” If students 
need assistance, you can help them beforehand by reading a few words from the dictionary and 
letting them choose the words they want to mention. After the letters have been “promoted,” 
post them around the room in alphabetical order. 


Headline Letters Mathematics 
Divide the class into groups of four or five students each. Give each group a copy of page 48. Cut 
enough headlines from a newspaper to provide each group with two. Ask the students to work in 
their groups and count how many A‘s . 
appear in their two headlines, how Aa Bb Headline Letters 

How ane How a Count the letters in your headlines to complete the chart. 
many B's, etc. Instruct them to record 


. ” - “ _ _ Earaeaeaeaed 
How ae How ees How many? How vas How Ve How as 


Ti Kk LI Mm Nn 

How ea ok a How Oo” How ae How aoe How yi ae 
Oo Pp Rr Ss i : 
How sas How Oo” mt Co How re How Bre How oso EE 

Uu Vv Ww Xx Yy 4 
How ae How See How pee How a How ene f 


Once the groups have recorded numbers for the letters of the alphabet, call the class together. 
Make a transparency from page 48 on which to compile the groups’ results. (Or, print the letters 
of the alphabet across the chalkboard.) As you call out each letter of the alphabet one-by-one, ask 
groups to check their activity sheets and have the corresponding number of students stand for the 
number of A‘s used in their headlines, then B's, etc. (If the number exceeds the number of students 
in the group, have them hold up the correct number of fingers.) Count the standing students for 
each of the letters and record the numbers on the transparency (or chalkboard). Then, ask 
students which letter was used the most, the least, etc. You can also have them compare the 
numbers of A‘s to P's, etc. 


Alphabet Animals Language Arts 
Make copies of pages 49, 50, 51, and 52 for each student. (If students have not yet learned 
alphabetical order, number each alphabet rectangle in the lower right corner before making 
copies.) First distribute only pages 49, 50, and 51. Have students cut the alphabet rectangles 
apart, stack them in alphabetical order, and staple them together along the left side. Cut apart 
the sentence strips (page 52). Each day, give students four sentence strips and ask them to find 
the pictures that illustrate the sentences. Then, have them paste the strips onto the appropriate 
facing pages (as shown below). Alternatively, students can print the words on the facing pages 
instead of using the sentence strips. 


Hippos hop. 


Continue this process over several days until students have completed their alphabet books. Have 
them decorate the covers however they choose. 


Pack Up the Alphabet Language Arts 
Give each student an index card with a letter of the alphabet printed in the corner. Tell students 
that they need to pack for an amazing trip. Explain that they can each draw a picture of an item 
to pack. All items must start with the letters they were given. For example, the student given the 
letter “A” could draw an apron. Or, the student given the letter “B” could draw blue bananas. 
Explain that they can be as creative with their ideas as they like. 


Once students have had time to plan and draw what they want to pack, call out each letter of 
the alphabet one at a time. Have students show their drawings and tell the class what they are 
packing. Then, post the drawings in alphabetical order along a bulletin board strip. Once the 
students have “packed up the alphabet,” point to the pictures as you “read” the entire list aloud. 
Finally, ask the students where they plan to travel with all of these amazing objects. 


2 


- 


Alphabet Autographs Social Studies 
Make a copy of page 53 for each student. Ask students to look around the room and think of the 
beginning letter of each classmate’s first name. Then, have an autograph party; let students ask 
wae Ciassimtates to autograpn the sheets with their Alphabet Autographs 
first names (in the appropriate letter boxes). Later, 


students can take the pages home and ask for ARAL ON 
autographs from family and friends to see how BBilly (9 | 


many letter boxes they can Till up. Additional names cc QN 
may be written on the back if the letter box Is 
already filled. 


Name Collages 
Have students print their first names across the top of construction paper. Then, provide old 
magazines, catalogs, etc., along with safety scissors and paste. Allow time for students to create 
collages using pictures of things that start with the same letters as their first names. For example, 
Alex might have a collage with pictures of apples, awards, alligators, etc. During sharing time each 
day, have several students show their collages and name the pictures they used. 


Match This Language Arts 
Make pages 49, 50, 51, and 52 into transparencies. Cut the alphabet rectangles and sentence 
strips apart. After using the Letter Machine, use this class activity as a review. Lay one of the 
pictures on the overhead projector surface. Place three different sentence strips below the picture. 
Ask a volunteer to pick the sentence that matches the picture (and remove the other two sentence 
strips). Then, let that student place a new picture and three new sentences on the surface. The 
student can call on a classmate to find the correct sentence. Continue the process, encouraging 
all students to participate. 


If you prefer, this activity can be done in student pairs. Make each pair of students copies of 
pages 49, 50, 51, and 52. After cutting the pages, students can take turns choosing pictures 
and sentence strips for their partners to match. 
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Alphabet 
Book 
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Bees board buses. 


Orangutans oversleep. 


Caterpillars catch. Penguins paint. 


Dinosaurs dance. Quails quarrel 
Eagles eat. Rhinos roller-skate. 


Foxes tiddle. Sea gulls sweat 
Goats gobble gumdrops. | Tigers taste tacos 


Hippos hop. Unicorns use ukuleles. 


Ibex iron. Vultures vacuum. 


Jaguars Jog. Worms wiggle. 
Lizards love lions. Yaks yell. 


Monkeys make music. 


Zebras Zip zippers. 
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Alphabet Autographs 
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Make-A-Story 


Stories Galore saa Language Arts 
Divide the class into four groups. Have each student make a drawing on an index card (or paper 
of similar size). (Younger children may cut pictures from magazines.) Have group one make drawings 
of animals; group two, vehicles; group three, foods; and group four, furniture. Collect the drawings 
and place them in separate stacks face down on a table near the chalkboard. 


Shuffle the stack of animal cards. Have a student pick an animal card and show it to the class. Ask 
a volunteer to start a story using this animal in the beginning sentence. Print the sentence on the 
chalkboard. Continue the story by repeating the process with the three remaining stacks of cards. 
When the story is complete, read It to the class. 


Spin-A-Tale Creative Dramatics 
Divide the class into groups of four or five students each. Make a copy of page 58 for each group. 
Students can color the pictures if they wish and then assemble the spinners. (They may need 
assistance.) 


Instruct the students to take turns within their groups, spinning Bailey's tail and making up 
sentences for a collaborative story. Explain that if the tail points to a space without a picture, they 
can make up anything at all. If the tail points to a picture, they can still be creative but need to 
include something about the picture in the story. Demonstrate the process to the class before they 
Start to work in groups. 


The stories can simply “unfold” verbally within the groups. Or, if older students, volunteers, or 
teacher's aides are available, they can print the stories or enter them on a computer as students 
dictate. Then, the completed stories can be shared with the class and assembled into booklets. 


Take Care Science 
Help your students work together to write a story about the environment. Explain that the theme 
is how to improve the environment in our own neighborhood. Ask students If they have noticed 
or heard about any problems (trash in a park near the school, polluted water, wasted electricity, 
etc.). If necessary, bring in news stories about local environmental problems or take a “mini field 
trip.” (For example, look at the amount of trash generated by school lunchtime.) Encourage 
students to “dream up” creative ways to solve one of these problems. Together, brainstorm these 
solutions. 


Then, either in small groups or with the class, create a story about solving the problem. Help 
students define the setting by asking them to verbally describe the place where the problem exists. 
Encourage students to include students, local leaders, teachers, etc., as the characters in the story. 
Tell them to be as creative and inventive as they can and, best of all, to have a happy ending that 
provides a solution to the problem. If possible, print on chart paper as the students tell the story. 


Unfolding Life Story Social Studies 
Make a copy of page 59 for each student. Explain that each student can use this activity sheet to 
take notes during an interview of someone who Is important to the student (parent, teacher, 
principal, grandparent, coach, etc.). The sheet contains symbols and words suggesting questions 
students could ask in their interviews. For example, “Where did you grow up?” “Have you taken 
any interesting trips?” Tell students that they can 
“take notes” by making little pencil sketches or 
printing a word or two in the boxes. (Younger 
children might ask one or two questions and draw 
pictures to represent their answers.) Encourage them 
to make up their own questions and add notes to 
the “other” category. Include in your discussion the 
importance of good manners when interviewing 
(setting up a convenient time, not asking 
embarrassing questions, thanking the person after 
the interview, etc.). 


Interview Notes 


After the interviews, give each student a piece of heavy white paper (about 6” x 18”) folded 
accordion-style into four or five sections. Allow time to draw a picture that represents something 
about the person’s life in each section of the folded paper. (Students can use the completed 
interview notes for reference.) Explain that the pictures can be very simple. For example, if the 
person enjoys playing the piano, draw some notes. Or, if the person is the school nurse, draw a 
thermometer. 


Then, over a period of several days, have students take turns telling the class about the people 
they interviewed while displaying the folded illustrations. 


New News Social Studies 
Clip out pictures from newspapers or current affairs magazines and place them in a box. Let each 

student take a turn drawing a picture out of the box. Allow students time to think about and plan 
news stories involving the pictures to tell to the class. Students need not be concerned with what 

really happened; encourage them to be creative and humorous, if they wish. 


As students take their turns, you can introduce them “news broadcast style.” For example, 
“Tonight's news is brought to you by Happy Crunch Cereal. Here now with the latest news Is 
Jamie Gonzales.” Or, “We interrupt this broadcast with a late-breaking news story. From our 
newsroom in Middletown, here is Maria Jordan.” 


Storytellers Creative Dramatics 
Explain that storytelling is an important part of our heritage. Stories have been used to teach and 
to entertain. 


Make a copy of page 60 for each student. Tell students that they will be making up their own 
stories to share with the class. Explain that this activity sheet contains many choices of characters, 
objects, settings, etc., for them to use in their stories. Ask students to circle one picture from each 
row on their activity sheets. Allow time for them to invent their own stories, incorporating the 
characters, objects, and settings they have selected. Students can also make additional notes 
(words or drawings) on the back of the sheets. 


Pick-A-Plan 


Circle one picture in each row. Use these in your story. 
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Over a period of several days, set aside a time for each student to tell the whole class the 
made-up story. It may be helpful to have a preset time (just before lunch or after physical 
education) for storytelling time. 


Spin-A-Tale 


1. Copy page and mount on cardboard. 
2. Color. 


3. Cut out. Punch hole in tail. =>) 
4. Attach tail loosely at “x” with a 
a 
brass brad. C i & 
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Pick-A-Plan 


Circle one picture in each row. Use these in your story. 
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Read-A-Rhyme 


Note: In these activities, students have an opportunity to learn about two different types of 
rhyming word families: words which have the same ending letters (well, bell, tell) and words 
which have different ending letters (fly, high, pie). Students may be more comfortable using 
words that end with the same letters before using words that end with different letters. 


= = ed 


> raannnar mannan Nang 


Rhymes by the Yard ===|| Language Arts 
Hang a long sheet of paper on the wall. Ask the class to think of two words that rhyme. Print the 

words (for example, “cat” and “rat”) beside each other at the top of one strip of paper. Leave the 
paper up, and let students add pairs of rhyming words as they think of them. 


Poets All ==] Language Arts 
To facilitate collaborative writing, use the rhyming word list (from the activity above), and read the 
words aloud. Then, ask if anyone can think of a first line for a poem ending in any of these words. 
Print as the student dictates. Continue with more lines for the poem. Encourage students to 
create a title for the poem after it is written. 


Two-Word Rhymes Art 
Brainstorm with students to compose a list of two-word rhymes. Print the list on the chalkboard. 

If students can print, have each student choose one of the two-word rhymes (or think of new ones) 
and print the words at the bottom of an 8 1/2” x 11” sheet of white paper. (Younger students 
may need you to print the words for them.) Then, allow time for them to draw large illustrations 
of the rhymes. Post these around the room. Here are sample word pairs for your reference: 


! 


bug rug fat bat goat float stone phone high pie white light 
tall ball box Tox store chore Stack snack fun son play sleigh 
rat hat fish dish frame name — door floor toe sew bear chair 
pan fan kite bite flip drip slide hide first burst ski knee 


bug Fug high ple 


Rhyme Sorting Science 
Design a bulletin board which features a subject you are currently exploring in science (space, for 
example) or social studies (your community, for example). Incorporate three library book pockets 
into the bulletin board design. On each of the pockets, print a different vocabulary word from the 
subject you are featuring. (For example, if you are studying astronomy you can print “sky,” “star,” 
and “moon.”) Make cards (to fit into the pockets) containing words that rhyme with each of the 
three vocabulary words. Make as many cards as you can. Shuffle the cards. 


As a group or individually, have the students sort the cards into rhyming word families, placing 
them in the appropriate pockets. After students have sorted the cards, encourage them to read 
the words aloud quietly to be sure they rhyme. If they are taking turns sorting, have students 
remove the cards from the pockets and shuffle them before the next students take their turns. 


Run and Rhyme Physical Education 
As students are doing a physical activity (walking, rope jumping, etc.), say aloud words that rhyme. 
Then, occasionally say a word that does not rhyme with the preceding word. Explain to students 
that as long as the words keep rhyming, they continue their activity. When they hear a word that 
does not rhyme, they stop (“freeze”). For example, say, “hat, cat, rat, pat.” (Students should 
continue their activity.) Then say, “mat, fly.” (They should stop.) Continue saying rhyming words 

as the students start and stop their activity. If your students are able, let them take turns saying the 
rhyming and non-rhyming words. 


A Band of Poets Music 
Provide each student with a rhythm instrument for a classroom band. Or, if there are not enough 
instruments for all students, have them take turns being part of smaller bands. Read aloud two 
lines from a familiar nursery rhyme, poem, or song. Then, have them repeat it with you. Next, 
have students repeat the poem aloud as they play the rhythm of the poem on their instruments. 
Repeat the process using poems with different rhythms to help them gain a sense of the rhythm 
of poetry. 


Rhyme Climb Mathematics 
Pair students to work together. Provide each pair of students with a copy of page 65 and an 

11” x 17" enlargement of page 64. Each student can choose a character to use as a playing piece. 
Read the directions together and allow time for students to prepare the playing pieces and 
spinners. (Some students may need assistance.) 


A student takes a turn by spinning the spinner and moving the number of spaces shown. If the 
space landed upon contains two words that rhyme, the player moves forward one bonus space. 
If the words do not rhyme, the other player takes a turn. The first player to reach the top of the 
clock wins. 


gee yes; pie 
( 
Ve. Yer |" 


64 Use with “ Rhyme Climb” (page 63). © Copyright 1993 , Edmark Corporation 


Playing 
Pieces 


1. Each player can 
choose a character 
and color tt. 

2 CuLILOUL 

3. Fold on dashed lines. 

4. Glue or staple tabs 
together. 


o 
ar 


Spinner 


1. Mount on cardboard. 
2. Color. 
3 CULOUL PUNEM 
hole in arrow. 
4. Attach arrow 
loosely at “x” 
with a brass brad. 
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Kid Cards 


Special Pen Pals Language Arts 
Print your students’ names on slips of paper and ask them to draw names. Have students print the 
names they drew on the outsides of cards and decorate the insides of the cards, giving clues to 
their own identities (hobbies, color of eyes, etc.). Collect the cards and deliver them. Let students 
use the clues to guess their special pals. 


Please Come Social Studies 
The next time your class hosts an event, have students design the invitations. On the chalkboard, 
print the necessary information along with different phrases students can copy. For example, 
“Please come,” “Hope you can come,” or “Join us.” Then, let students decorate the invitations 
as they choose. 


Pop Out Card Art 
Make copies of page 69 for your students. Explain that they are going to make a greeting card for 
a holiday, birthday, get well, etc. Students can design a card with someone special in mind, or they 
can make cards to keep on hand and send at a later 

date. Read the directions together as students work Pop Out Card 

on their cards. 


1. Cut out card. 2. Fold down on dashed line. 
Fold in half 


as shown. 


3. Open card flat. 
Now refold with SR 
dotted line folding i 
towards you. 


4. Add message. Outside 
Decorate. 


Inside 


A Big Thank You Social Studies 
Ask students how they feel when someone says “Thank you,” and how they feel when someone 
forgets to say “Thank you.” Discuss when it is important to express appreciation. Ask students to 
mention things they have done for which they were thanked. 


Explain that there are people who help us every day, and sometimes we don’t think about thanking 
them (school nurse, librarian, bus driver, crossing guard, police officer, teacher's aide, etc.). With the 
class, make a list of people in your school and community who deserve “thank you's.” You may 

wish to bring in recent local newspapers and point out articles about people who have been helpful. 


Divide the class into groups of four or five students each. Let each group decide who they would 
like to thank. Provide each group with a large sheet of paper (the bigger, the better) and crayons 
or markers. Instruct students to fold the paper in half to make a giant card. 


On the chalkboard, print the words “Thank You” for students to copy on the inside of each card. 
(You may need to help groups with other words if they wish to write more extensive messages.) 
Then, each group can add illustrations to the front of the card and inside around the message. For 
example, if a group is thanking the school librarian, the card can be illustrated with pictures of 
books, pencils, reference materials, etc. Students can print their names inside the cards. If they 
have extra school photographs, they may want to tape them next to their names. Let students 
deliver the cards if the recipients are at the school. Otherwise, mail the cards. 


| Wish You... Art 
Ask students if they know what an “unbirthday” is (any day of the year except one’s birthday). 
Explain to students that they can make Happy Unbirthday cards for parents, grandparents, 
teachers, coaches, friends, etc. 


Provide students with white paper and crayons or markers. Have students fold the paper in half, 
print “Happy Unbirthday” on the front, and print “| Wish You. . .” on the inside. (Print the words 
on the chalkboard if necessary.) Then, ask them to draw things they wish for that person. For 
example, they might draw sunshine, flowers, a favorite food, smiling faces, etc. Alternatively, 
students can cut and paste pictures from magazines or catalogs to form a collage of wishes for 
the unbirthday cards. 


Puzzle Postcard Social Studies “ 


Make copies of page 70 for your students, and provide safety scissors and crayons. Explain to 
students that they will be making giant postcard puzzles to exchange with each other. 


Instruct students to cut out the postcards and turn them over so the blank sides are facing up. Ask 
them to draw something they are studying in social studies. For example, if they are studying city 
helpers, they may draw pictures of police officers. Or, they may draw pictures illustrating a recent 
social studies field trip. Encourage students to make large, colorful pictures that fill the entire page. 


When the pictures are finished, instruct students to turn over their pages to the puzzle side 

and cut them apart on the lines. If possible, have them clip the pieces together with paper clips 

or store the pieces in used envelopes. Then, have students trade their postcard puzzles with 
classmates. With the pictures facing them, have students assemble the postcards. If you wish, have 
students trade a few times so they can see a variety of postcards. They may also discover 

that they can assemble new puzzles quickly by remembering how specific shapes fit together. 


Puzzle Postcard 


1. Cut out card. 

2. Turn card over. Fill entire blank side of card with a drawing. 
3. Turn the card over again. 

4. Cut along the curved lines to make a puzzle. 


Hello! 
Here's a puzzle 
Postcard for 


Have fun! 


Bailey 


(Do not mail.) 


Pop Out Card 


1. Cut out card. 2. Fold down on dashed line. 
Fold in half 
as shown. 


3. Open card flat. 
Now retold with 
dotted line tolding 
towards you. 


Outside 


4. Add message. 
Decorate. 


Inside 
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Puzzle Postcard 


1. Cut out card. | 

2. Turn card over. Fill entire blank side of card with a drawing. 
3. Turn the card over again. 

4. Cut along the curved lines to make a puzzle. 


Hello! 


Here's a puzzle 


Postcard for : o 
: My Bailey’s\ Book 


Have fun! 
Bailey 


(Do not mail.) 
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Students with Special Needs 


The features described below allow Bailey’s Book House to be used by very young students or 
students with special needs. 


TouchWindow 

Bailey's Book House |s Tully compatible with Edmark’s TouchWindow. The TouchWindow is a 
removable screen that is placed directly over the computer's screen and provides direct, easy input 
by allowing students to make selections with the touch of a finger. Because the objects and icons 
in Bailey's Book House are large, they can easily be activated by young students or students with 
special needs. If scanning has been turned on, the TouchWindow can also be used as a single 
Switch input device. 


Scanning for Single Switch Users 

Bailey's Book House supports single switch input with scanning. When scanning Is turned on, a 
selection arrow automatically advances from choice to choice (the speed is adjustable). Students 
make a selection by activating a single switch device (see below). See page 32 for more information 
about enabling scanning and controlling the scan rate and scan progression. (When scanning is 
on, you can temporarily suspend or resume scanning by pressing Command—Option-S.) 


Although most of the features in Bailey’s Book House function normally when scanning is on, two 
features change: 


« Individual words cannot be selected; however, the red dot may be selected to hear phrases and 
complete sentences. 


= In Kid Cards, selecting a picture stamp places it in its preset position; you cannot drag stamps to 
other places on the card. 


Single Switch Devices used with Scanning: 

You can connect a variety of single switch devices, using them in accordance with the special 

needs of your students. Each student can then use the most suitable switch while taking turns on 

the same software activity. 

= TouchWindow — The entire TouchWindow can function as the single switch device. When the 
selection arrow points to the object or icon, touching any part of the screen selects the indicated 
object or icon. The TouchWindow can be placed in the user's lap or on a desktop. 


= Mouse — The mouse button can serve as the single switch device. When the selection arrow 
points to the object or icon, clicking the mouse button selects the indicated object or icon. 


= Switch —A switch is a specialized input device for special needs users. When the selection 
arrow points to the object or icon, touching a switch selects the indicated object or icon. (Most 
Switches require a switch interface to connect them to the computer. Switch interfaces are 
available from Edmark.) 


Bailey’s Word List 


The following list can be used to help your students become familiar with the words in 
Bailey’s Book House. 


A-B 

a 

about 
aim 

an 

and 
apes 
balloon 
bathtub 
bees 
behind 
bell 
birthday 
blew 
block 
board 
boomerang 
bounced 
bug 
buses 


C-D 
canoe 
carpet 
carts 
catch 
caterpillars 
cell 
chimp 
city 
clock 
club 
come 
cry 
dance 
darts 
day 
dell 
dickory 


ding 
dinosaur 
dock 
dong 
Dorothy 


E-F-G-H 
eagles 

eat 
father's 
fiddle 
flew 

fly 

flying 

for 

foxes 
Georgie Porgie 
gift 

goats 
gobble 
goodie 
gumdrops 
Halloween 
happy 
Harley 
have 
hearts 

her 
hickory 
hippos 
holiday 
hop 
house 
hug 


I-J—-K 


island 
Jaguars 
jog 
jungle 
kangaroos 
kick 
kids 
kiss 
kissed 
kite 
kitty’s 


L-M-N 
library 
lions 
lizards 
love 
made 
make 
marshmallows 
met 
Millie 
monkeys 
monster 
mother’s 
mouse 
MUSIC 
my 

nap 
newts 


O-P-Q 

of 

off 

on 
orangutans 
out 

outer 

over 


oversleep 
paint 

park 

parts 
party 
penguins 
plano 

pie 

played 
playground 
pogo stick 
pudding 
quails 
quarrel 
queen 


R-S-T 
ran 
rhinos 
ride 
roasted 
rock 
roller-skate 
rub-a-dub-dub 
Sammy 
school 
sea gulls 
she 

shell 
shrub 

shy 

silly 

sock 
some 
space 
Spaceship 
spy 

story 

sub 


Surprise 
sweat 
tacos 
tarts 
taste 


Thanksgiving 


thank you 
the 

three 
threw 
tigers 

to 
traveled 
tub 


U-V-W 
ukuleles 
under 
unicorns 
Up 

use 
vacuum 
Valentine's 
vultures 
well 
wiggle 
worms 


X-Y-Z 
X'S 
X-ray 
yaks 
yell 
you 
zebras 
ZIp 
Zippers 


@ Before You Install 


What's in this package: 
=» Bailey's Book House Teacher's Guide 
» Registration card 
» 3 high-density disks 
Order form for 800K disks enclosed 


What you need: 
» Macintosh Plus or later 


a System 6.0.7 or higher 


» Memory: 
System 6 
— 1 MB for Black & White 
—2 MB for Color 


System 7 
—2 MB for Black & White 
—4 MB for Color 


» Hard disk with 5.5 MB free 


(9 MB required during installation) 


May require additional hard disk 
space if using disk compression software 


Please return your 
registration card today! 


Optional hardware: 
» Printer—Print students’ creations. 


= TouchWindow—A touch screen that attaches to your monitor and provides direct, easy 
input for young children or students with special needs. The TouchWindow is available 
directly trom Edmark Corporation, 800-362-2890. 


Installation 


The Installer automatically checks your Macintosh model, system software, memory, and monitor 
and then selects either the color or black and white version to install. You can use Custom 
Installation to override the automatic selection. For example, you may want to choose Customize 
in order to install the black and white version, which requires less memory. Follow these steps to 
install Bailey's Book House on your hard disk: 


1. If using System 7 or MultiFinder with System 6, quit all applications that are open. 
2. Insert the disk labeled “Disk 1 Install” into your disk drive. 
3. When the “Bailey Disk 1” window appears, double-click 


4. Click on the Bailey’s Book House title screen. 


5. For Easy Installation, click , Geneon I A Nama: 
and proceed to step 6. 


| 
H 
on the hard disk named 
<= Your Hard Disk 
he janadateaganatndonee Pe ie a ee Ie ETE 


Or Eject Disk 


For Custom Installation, click | 


. (tut 
Select either “Color” or “B&W.” Then, = 


click , and proceed to step 6. 
Spay : 


© Your Hard Disk 


6. Insert the Disks as directed by the messages 


Eject Disk 


that appear on your screen. | (Switch Disk} 


Easy Install 


Note: Installing the black and white version 
will take much longer than installing 
the color version. 


7. When the screen indicates that installation 
was successful, click (oui) 


To run Bailey's Book House, open the folder on your desktop named Bailey’s Book House, 
then double-click 


Technical Support 


Bailey's Book House is designed for enjoyable and easy use. If a problem does arise, the following 
information may help. If it does not, consult Troubleshooting (page 76), which lists specific problems 
and solutions. If you do not find a solution on the Troubleshooting page, please call us. 


1. 


Do I have the required hardware? 

Review the system requirements in Before You Install (page 73) to make certain that your 
computer equipment meets or exceeds the minimum requirements. Also, check to see that 
your peripheral devices (printer, sound device, etc.) are turned on and are connected correctly. 


. Are the Preferences dialog boxes set correctly? 


You can turn on/off the following features in Bailey's Book House: Stop Sign, Adult Information 
Icon, Theme Music, Single Switch Input (scanning), and printing. If a feature is not working or the 
icon does not appear in the appropriate activities, the feature or icon may have been turned off. 
Enter the Adult Section by pressing Command-Option-A, click Preferences on the Adult 
Information Notebook, and then turn on the feature (page 32). You can also customize some 
activities (for example, you can print in either card or poster format in Kid Cards). Check to be 
sure the right activity options have been selected (pages 32-33). 


. Are the Control Panels and the Chooser set correctly? 


Controls for many Macintosh functions such as sound, color, mouse operation, etc., are 
located in the Control Panels. To access the Control Panels, choose the Control Panels item 
under the Apple menu. The Chooser, also available from the Apple menu, controls printer 
and network connections. 


. Is a System Extension (INIT) interfering with running or installing Bailey? 


Sometimes problems are caused by other software or a System Extension (sometimes referred to 
as an INIT) that is installed. To disable System Extensions in System 7, restart your Macintosh. 
Next, hold down the Shift key until the Finder appears. Then, run Bailey’s Book House or the 
Installer. (ln System 6, restart with your System Tools disk in the disk drive.) 


If the information above and the Troubleshooting page do not help you to solve the problem, 
please call Edmark’s Technical Support Department, Monday through Friday, 8 a.m. to 5 p.m. 
(Pacific Time) at 800-528-7158. In order to help you when you call, we will need to know: 


» The exact Macintosh model you are using. 


» Additional hardware information, which may include monitor, printer, third party sound device, 


memory size, etc. 


» System version, Control Panel settings (Monitors, Memory). 
» A specific description of the problem, including specific error messages, your activity (e.g., 


What activity were you using?) when the problem occurred, etc. The more information you 
give us, the faster we can solve your problem. 


If possible have the program running and call from a nearby phone. 


Troubleshooting 


Problem Possible Cause 


Error message “This disk 
is unreadable: Do you 
want to initialize it?” 


Using high-density disks in a 
low-density drive. 


Error during installation. The Bailey’s Book House Installer 
may be running out of hard 


disk space. 


Solution 


Mail in enclosed order form for low-density disks. 


Before installation, increase available hard disk space. 
If using disk compression software, you may need to 
make extra space available since some compression 

software does not report correct free hard disk space. 


Program Is black and white 
on a color monitor. 


Bailey’s Book House |s installed 
as black and white. 


Your video does not support 
16 or 256 Colors. 


Insufficient memory for color. 


Mouse cursor hidden and 
large scanning arrow appears 
on screen. 


Single switch input (Scanning) Is on. 


Re-install Bailey’s Book House. Select “Customize” 
and “Color” (page 74). 


Upgrade your video board or VRAM to support 
16 or 256 Colors. 


Install more RAM memory (SIMMs). 


Click Single Switch Input (scanning) “off” in Bailey’s 
Book House Preferences dialog box (page 32). 


Picture or text does not 
print. 


Out of paper/printer turned off. 


Printer cables are incorrectly 
attached. 


Incorrect printer is selected in 
“Chooser.” 


Check printer. 


Check cable attachments. Refer to printer manual. 


Use the “Chooser” (from Apple menu) to set the 
desired printer and options. 


Picture or text 
prints mostly black. 


ImageWriter Il printer 
doesn't have a color ribbon. 


Sound “breaks up.” Running Bailey’s Book House trom 


a network. 


“Virtual Memory” is on 
(System 7 only). 


Printing icon does not Printing is turned off. 
appear in activities. 


Set printing to Black & White (page 32). 


Install Bailey’s Book House on your hard disk. 
Remove copy from network. 


Turn Virtual Memory off from the Memory Control 
Panel (see Macintosh User’s Guide). 


Click “Allow Printing” in Bailey’s Book House 
Preferences dialog box of the Adult Section (page 32). 


Activity musical introductions Theme Music is turned off. 


are not played. 


Sound Is barely audible. Speaker volume is set too low. 


For Edmark technical support, call 800-528-7158. 


Click “Play Music” in Bailey’s Book House 


Preferences dialog box of the Adult Section (page 32). 


Use Sound Control Panel to set volume to 
desired level (see Macintosh User’s Guide). 


© Lifetime Warranty and Permissions 


Edmark is pleased to provide you with quality educational software. With this school version, you 
receive both toll free technical support and a lifetime warranty. 


Edmark warrants this program to be tree of errors or defects interfering with program operation 
and also agrees to replace free of charge any damaged disk, as long as this version of the product 
is offered for sale by Edmark. This warranty applies only to the original purchaser and when the 
software is used with the specified equipment. 


Edmark’s liability is limited to the purchase of this software. No other advertising, description or 
representation, whether made by an Edmark dealer, distributor, agent or employee, is binding on 
Edmark or changes the terms of this warranty. 


If you are unsure whether a disk is defective, please call our Technical Support Department at 
800-528-7158. If the problem cannot be corrected over the phone, we will ship you a replacement 
at no charge. If you know a disk is damaged, call our Customer Service Department at 
800-362-2890 to arrange for a replacement disk. 


This program is licensed for use on one computer. You may make one set of backup copies for 
safekeeping. It is against U.S. copyright laws to copy these disks for use by others, to install the 
program on more than one hard drive, or to network the program for use on more than one 
computer. Your respect for the copyright laws enables Edmark and companies like it to continue 
producing quality products at affordable prices. For information regarding site licenses, please call 
800-362-2890 (ext. 8424). 


Edmark grants you permission to make additional copies of the activity and artwork pages of the 
Teacher's Guide to use with your students. 


This warranty gives you specific legal rights, and you also may have other rights which vary from 
state to state. Some states do not allow the exclusion or limitation of incidental or consequential 
damages or limitations on how long an implied warranty lasts, so the above limitations and 
exclusions may not apply to you. 


We are committed to providing the highest quality products and service possible. Please let us 
know how we are doing. 


Edmark Education Team 

Attention: Customer Service Department 
P.O. Box 3218 

Redmond, WA 98073-3218 


Edmark Education Products 


Edmark products have been designed by or with the help of teachers like yourself, so you can be 
certain they are educationally sound and built to meet the needs of the classroom. 


TouchWindow 
For Macintosh, MS-DOS, and Apple Il— The TouchWindow provides an easy, low-cost way to 
achieve touch access— one of the most direct and natural ways to interact with computer software. 


Early Childhood Software 
Designed to take advantage of the graphics, sound, and speed of Macintosh and IBM/compatible 
computers, these programs will engage your students in hours of fun-filled learning. 


Millie’s Math House 
Children explore and discover fundamental math concepts in this lively, interactive program for 
children ages 2 to 6. 


Bailey’s Book House 
Interactive play with animated, talking characters helps build important language and pre-reading 
skills for children ages 2 to 6. Bailey's Book House |s also available on CD-ROM. 


Sammy's Science House 

Sammy and his friends introduce students to fundamental scientific processes in this program 
for 2 to 6 year olds. 

Thinkin’ Things 

Students develop critical thinking skills and creativity in this innovative, challenging program for 
4 to 8 year olds. 


KidDesk 

KidDesk enables young students to use computers independently —while limiting their access to 
the hard drive. The colorful, simplified desktop gives even non-readers easy access to programs 
that have been pre-selected by a teacher. 


Software for Students with Special Needs 

Apple Il Series — Edmark has a rich tradition of offering excellent software designed for students 
with special learning needs. Students with language delays, English as a Second Language (ESL) 
students, and students with developmental disabilities especially benefit from the speech component 
included in most of the software listed below: 


Edmark Reading Program Software Community Activity SkillBuilder Series 
Edmark Functional Word Series Software TouchMoney 

Vocabulary Skil/Builder Series Touch ‘N See 

Early Concepts SkillBuilder Series Touch ‘N Match 

Number SkillBuilder Series PuzzleMaker 

Letter Recognition SkillBuilder Series Edmark LessonMaker 

School Activity Skil[Builder Series Words Around Me (available July 1994) 


Are you interested in more information? We will be happy to send you a FREE catalog. Call 800-362-2890. 
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Special Thanks to: 

Sally Bauer, First Grade Teacher, Seattle Country Day School, Sue Holt, Computer Coordinator, 
Evergreen School, Linda Ihler and the students at Washington Elementary School, Kathy Kleinmann 
and the students at Sunshine Elementary School, Barbara Lippke, Elementary Coordinator, Special 
Education, Seattle School District, Valerie Madden, First Grade Teacher, Beverly Park Elementary 
School, Linda Mason and the students at Creative Campus, Bill Mattila, First Grade Teacher, Beverly 
Park Elementary School, Betty O’Bryan, Edmonds School District, Running Wild Bluegrass Band, 
Sam Sebesta, Professor of Education, University of Washington, Jane Steelman, Carolina Literacy 
Center, Carol Sullivan, Preschool Teacher, Evergreen School, Rick Boyer, Gabrielle Datsko, Jane 
Davidson, Tony Duque, Mike Frysinger, Jenni Gant, Will Knight, Randy Meyerson, Neil Smith, Eric 
Tilleson, Gail Tremblay, Mary Ann Trower, Andy Williams, and Becky Williams. 


